ener 


Healer Moji, HiRezVox Interview & More! 


WEWANT YOU 
TO JOIN THE FIGHT 


FROM THE EDITORIAL STAFF 


Things have been pretty quiet in the Realm since HRX, but 
that doesn’t mean we’re going to stop with the content! 
This issue has two “Against the Grain” articles, LexiXen’s 
Healer Moji and CosmicDante’s Damage/Off-Support Seris. 
(Did you know we haven’t had one of those since issue 
#4? Crazy!) | doubled up on articles for issue #15 because 
| wanted to make sure you guys know about the update 
post Paladins’ new Executive Producer HiRezChris released 
on February 22 that addressed a lot of community 
concerns. HiRezVox is someone I’ve wanted to interview 
for a long time (you'll see the personal reason why when 
you read the article) and it’s always nice to learn more 
about the Hi-Rez staff that make the game great! Enjoy 
this issue and we'll see you the same time next month! 


Luke Greenfield 
Design Editor 


Steve Greenfield 
Managing Director 


Freenffel 


Jacob Russell 
Lead Editor 
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AGAINST THE GRAIN 


OLLI ih bh bbb sdsssididdddddddcdccccccccccccecececeeddaceddddddda By Lex AM=L@&MMMUUM did diddilldiiddilddi, 


Moji seems to have suffered a similar fate that Talus once did upon their introductions to the 


The Realm; despite the hype surrounding their release and the day one insta-pickers, Moji 


has seem to fallen off in popularity rapidly (and due to a longer break before the next patch, 


she hasn't had the same opportunity to rise again thanks to buffs like Talus did). 


This is very confusing to me, but | was soon 
hit with the reality of the situation upon 
looking at the kind of builds Moji players 
were running in matches. Flankers? Damage 
dealers? Hun, you got it all wrong. Where 
Moji’s real potential lies is in her Legendary 
Card ‘Toot’ that converts the furred flanker 
into an incredibly powerful healer. 


Now as powerful as her heal potential may 
be, Moji has still been designed with flanking 
in mind, so your card loadout is going to 

be essential in making sure that you can 
stay alive during the frenetic point fights 

to keep your tanks up. This means that the 


Paladins Community Magazine Issue 15 


majority of her loadout concerns self-sustain, 
especially due to the fact that the healing 
pool that ‘Toot’ creates cannot be used by 
yourself. While certain cards can be subbed 

in and out to suit certain maps or cater better 
to your playstyle, | wouldn’t recommend 
diverging too much from these cards unless 
your preferential way of playing healers 

is hiding in a corner screaming on subpar 
health. 


One of the most important cards of the 
loadout. in my opinion, is ‘Scoot’. ‘Scoot’ 
reduces the cooldown of Moji’s dash ability, 
the one used to form the healing pools. This 
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is a very natural pick in order for your healing 
to be up more regularly as well as ensuring 


you are never caught with your pants down in 


a life or death situation. As with any healer, 
this escape ability is incredibly important to 
staying alive, meaning you want to have it up 
pretty consistently considering you are also 
using it to produce your healing source. As a 
partner to this, the card ‘Scurry’ is a key bit 
of added sustain. Each time you use Moji’s 
dash you will now also receive a small burst 
of healing yourself. As you will most likely 

be dashing across point into the crossfire in 


order to deploy your healing pools effectively, 


this comes in very useful for instantly 
patching up any projectiles that manage to 
hit you while you’re doing so. 


Proceeding with the knowledge that sustain 
is the key ingredient, we now select two 
cards based around Moji’s magic shield. Her 


Magic Barrier ability is possibly her strongest 


es) aa 


based around the fact that it’s completely 
impenetrable from all forms of damage and 
CC. Naturally, this means that you want to 
build part of your deck around it, as it can 
be used to block a number of big ultimates 
such as King Bomb from impacting your 
friendly tanks. The two cards in question are 
‘Cozy’ and ‘Shimmering’. These two picks fill 
a very similar role to the two cards detailed 
previously around Moji’s dash - cooldown 
reduction and self healing. It might not be 
an incredibly exciting set of buffs to her base 
kit, but are almost necessary to make a heal 
build viable at every level of play. Again, feel 
free to experiment to your heart’s content, 
but when you’re just trying to get used to 
the playstyle of healer Moji, this is the most 
forgiving build out there. With how short the 
majority of her cooldowns are, this ensures 
some form of consistent internal healing on 
the battlefield. 


Define Your Playstyle 
Coal itganm dele la mey-lelelels 
i 


Sustain 
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For the last card, | personally run extra base 
health just to round things out nicely, but 
this can be changed out for the likes of base 
CC reduction or damage reduction cards 
during the use of her abilities. To run healer 
Moji most effectively, you want to utilize 

a cover-to-cover style of play. As with any 
healer in the game, your main objective is to 
remain safe while healing, which can seem 
hard at first considering you have to be up 
close to deploy your healing pools around 
allies. So for Moji to really remain safe, it’s 
best for you to time your dashes so that you 
can dash from one piece of cover over to 
another across point. The large size of the 
healing pool you spawn helps with this a lot, 
as you don’t have to be right on point when 
you start your dash in order for your tanks 
to benefit from her massive healing output. 
Of course, in situations where the fight isn’t 
as Static as on point, you will have to be 
significantly more versatile with which cover 
you use, but the built-in sustain we created 
in the loadout helps with limiting the threat 
of getting picked when out in the open. Moji’s 
execution ultimate also comes in handy with 
keeping the point fight secure, as it gives 
you the ability to eliminate any enemy tanks 
that manage to gain ground. This potential 
alone gives her an edge over other healers in 
that field, that feature much weaker damage 
potential. 


In terms of your item shop builds in-game, 

as with the majority of healers, you want 

to be getting some Chronos early game in 
order to maximize your cooldown efficiency 
throughout the match. Realistically, however, 
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Moji will most likely be run as a secondary 
healer within a team composition, so more 
often than not a red card might be more ideal 
as your first itemization. Due to her attacks 
being similar to Fernando with the constant 
stream of damage application, both Cauterize 
and Bulldozer are incredibly effective assets 
to pick up (obviously depending on whether 
Bulldozer is necessary in the situation). 


As with any unique build or playstyle for a 
champion, it’s going to take a number of 
games to get used to and maybe even a 

few buddies running tanks in your games so 
you can warm to it better. But one thing you 
will quickly realise is that the outstanding 
healing and movement speed buffs that Moji 
can provide can influence teamfights in ways 
you wouldn’t expect a flanker with a healing 
legendary card would. Just give it a try and 
unleash the true potential of Moji upon the 
world. 


By Lexi 
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HIREZCHRIS 


LL bbb bb siggdiicicdddddddcccccccccccccccccecccdcacddddaadada By Jacob Russell \|QW~”~WLMMMMMahi 


It was on Friday, February 22 that the new Executive Producer of Paladins, HiRezChris 


(formerly the Executive Producer of SMITE), posted the above photo, coupled with an update 


post, on his Twitter that addressed a lot of concerns in the Paladins community. 


It addressed Cards Unbound, Battlegrounds, 
and what we can expect to see from Hi-Rez 
in the future. Before you ask, yes, r/Paladins 
did actually contribute to something good for 
once. I’m just as shocked as you. Hopefully 
these changes will bring back the players 
who may have left in the past few months 
due to the drastic changes we've seen in the 
past few updates. 


Chris (we’re on a first name basis now that | 
promised to give him my first child) started 
the post by calling Cards Unbound the 
“elephant in the room.” This idiom implies 
that no one wanted to talk about it, which 


Paladins Community Magazine Issue 15 


you know clearly isn’t the case if you’ve 
taken a glance at r/Paladins in the past few 
months. What’s interesting is that Chris 
wrote about the fact that Cards Unbound 
“has actually been successful in increasing 
our overall player engagement and new user 
conversion, while at the same time helping 
increase our revenue per player.” There were 
a lot of claims around Cards Unbound that it 
was nothing more than a “publicity stunt” or 
“money grab,”, which makes this paragraph 
really important. Paladins definitely made 

its way into the headlines and made more 
money for Hi-Rez in the short term. The 

real question is whether or not those two 
positives outweigh the community backlash. 
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(I’m guessing “no” given the fact that we’re 
seeing it reverted...) Chris said in the post 
about the community backlash that “Your 
voice has been heard loud and clear.” 


One of the biggest complaints of the 
implementation of Cards Unbound was that 

it got rid of the deck building that players 

fell in love with. Not only will the point based 
deck building be back, but it will also be 
easier to get unlock cards. It will now be 
easier to customize the champion you’re 
playing to your playstyle without worrying 
about not having all of the cards you want. 
The playerbase will also be united again, 

as there will no longer be multiple queues 

for Siege. Although | didn’t have as big of a 
problem with Cards Unbound as some people, 
I’m happy with whatever makes the most 
people in the community happy so Paladins 
can thrive. The following is the outline they’re 
considering for the new system. It is subject 
to change because it’s a complicated issue 
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and the community will certainly have a say 
in it, “but hopefully this communicates the 
general direction we want to head): 


e Legendary Cards will now be called Talents. 

e Talents will only have a single level. 

e Talents will be unlocked for free by earning 
XP and gaining Champion levels (for 
example; level 1,5,10,15). 

e All Champion Cards will now be free (No 
cost or grind). 

e Deck creation will return to a point system 
where players can distribute 15 points 
across the five cards they select for their 
loadout. Each Champion Card will have five 
ranks to choose from. 

¢ Talents will not have ranks, and are not 
included in the loadout point cap. 

¢ Talents and Decks will continue to be 
chosen at match start to allow players 
to tailor their playstyles based on their 
opponents. 

e New Talents will be added over time and 


MAKOA CHEST 
TREASURE CHEST 


PURCHASE ~ 
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give further varied playstyles. BATTLEGROUNDS: 
e Champion Mastery will no longer be Speaking of working out the kinks and 
capped at level 25. Instead, it will work delivering the best possible product, let’s talk 


similarly to Player Account leveling (which about Battlegrounds. The mode was such a 


has no cap). hit at HRX and on the PTS that we even saw 

¢ Card chests will be removed from the it on the main client. What | mean by “saw 
game. it on the main client” is that it was in a very 

e We are evaluating the best options to rough shape and only on it for a day. You read 
compensate players for their previously that right, literally a day. If you like what you 
earned cards, and hope to share details saw from the mode previously, hopefully you 
soon. aren't too attached to it. Why you ask? 


e “We are going to remove the alpha version 


The release plan is to start testing this new of Battlegrounds from the core Paladins 
system as soon as we can on PTS (hopefully, game, effective tomorrow. 

next week). Your analysis and participation ¢ Over the next few weeks we are going to 
will be very important over the next few make a number of aggressive changes to 
weeks as we work the kinks out of this design the mode that, based on internal testing, 
and deliver the best possible product to you we think will make it considerably more 

in the next update.” engaging and fun. Our codename for these 


changes inside the Studio has been YOLO -- 
if that gives you any indication of what lies 
ahead. Hopefully, you will enjoy them as 
much as we have in initial testing. 
oR \ - |] ¢ When we re-release the mode, it will be in 
Le N ’ a separate game client under a different 
NN | name. The mode will have the current map 
PAL Al LJ iNS. and some of the elements from Paladins 
: ——— as well as some significant changes -- but 
+ BATTLEGROUNDS it will be re-launched as a NEW GAME. 
bi We expect it to be free to play, with 
monetization around skins and visuals. 
e We hope to start public testing of an early 
alpha mode of this new game as soon as 
we can (within weeks).” 


I’m really happy about these changes 
because | don’t like how rushed PABG was 


and | think its lack of polish tarnished the 
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reputation of the mode in some people’s 
eyes. Another thing: | really hate the name 
PABG and hope that they go with something 
better like Realm Royale (shoutouts to @ 
SKAlternit for that one). The name for this 
mode has to be unique (PABG vs PUBG is 
really annoying) but also hitch it to Paladins 
in some way. Hi-Rez’s Paladins Battle 
Royale game will be separate from the main 
game and have a separate team (much 

like Paladins Strike, the Paladins inspired 
mobile MOBA that is currently being tested 
in Oceania). What this move does is enforce 
Paladins’ identity as a competitor in the hero 
shooter genre and not some game that’s 
trying to do too much at once. 


THE FUTURE OF PALADINS 
UNDER HIREZCHRIS: 


Chris finished the update with what the 
Paladins team is going to work on in 2018 
and said that these were the things the 
SMITE team shot for when he was the head 
of them. A lot of members of the community 
agree with him that these are good changes 
to make if we want some of the “dead game 
LUL’ hate to stop around our game. 


e “Listening to your concerns and being as 
transparent as possible in addressing those 
concerns 

e Releasing high-quality updates, part of our 
commitment to implementing those quality 
of life issues that you all have been asking 
for 

e Ensuring that we listen to both the PC and 
Console players equally 

¢ Improving the art quality of our game 

e Adding fun content exploration events like 
SMITE has done for years 

¢ Continuing to improve and position 
Paladins as a world-class shooter 
experience 

e Never losing focus on what makes the 
game great. Focus focus focus on the core 
game experience and the core community 
for the competitive hero shooter game we 
all love.” 


What are your first impressions of Paladins 
under its new management? I'd say this 
update was a great start but we’ll have to see 
how well these promises can be followed up 
on. That being said, thank you HiRezChris for 
keeping us informed! 


By Jacob Russell 
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AGAINST THE GRAIN 


OLLI hh spb sssidddcdddddddcdddcccccccececcecddddadddadaadada By Ha rry Clou gh LLL 


With the introduction of new legendaries in OB64, many support champions in the Realm 


have been given aggressive new playstyles that will only increase the popularity of supports 


who were prioritised at the Paladins World Championships at HRX 2018. | want to look at one 


Champion in particular who has seen ups and downs but finally seems to have found a solid 


place in the Realm; Seris. 


With the introduction of new legendaries in 
OB64, many support champions in the Realm 
have been given aggressive new playstyles 
that will only increase the popularity of 
supports who were prioritised at the Paladins 
World Championships at HRX 2018. | want 

to look at one champion in particular who 
has seen ups and downs but finally seems to 
have found a solid place in the Realm; Seris. 


When Seris was first released, she rose 
quickly to become one of the two main 
healers in the game alongside Mal’Damba. 
This coincided with heavy nerfs to the other 
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main support at the time, Ying, who the devs 
thought was too good a champion for her 
relatively low skill level. A collection of nerfs 
saw Ying fall out of the meta as a “main” 
healer. Seris was released soon after these 
heavy nerfs and she quickly became a main 
healer. The cycle of main healers continued, 
for it was with the release of Jenos that Seris 
then fell out of the meta due to her inability 
to heal multiple targets at the same time. 
With OB64, however, she is back! Her new 
legendary, The Void Abides, heals nearby 
allies of her target by 50%, healing 100 a 
tick instead of the standard 200 a tick. This 
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has allowed her to fit the role of main healer 
much better and her popularity in ranked 
games has risen from 45% in OB63 to a 
whopping 71%! | think, however, that there is 
room for Seris as a damage dealer or, dare | 
Say it, a flanker. 


Part of this Against The Grain is inspired by 
Bugzy, the flex god for Fnatic who played 
Seris aS a damage champion several times 
at HRX 2018, showing how Seris can be used 
as an off-support. I’m going to examine four 
elements that make Seris a strong damage 
dealer and off-support. 


1. Her orbs pierce enemies. 

Seris deals 210 damage per orb every 0.3 
seconds for about 630 DPS, which isn’t a 
number to laugh it. Two things augment her 
damage, however. Firstly with the legendary 
Soul Collector you can increase the damage 


&> 


up to 729. Secondly, her orbs pierce enemies. 


This means that if there are two enemies 
standing one behind the other, Seris’ orbs 
will go through both enemies if fired at the 
correct angle, which is impactful for trying to 
break up a point stack. In maps like Jaguar 
Falls, Seris can be a very powerful champion 
during the initial point fight, dealing massive 
damage to enemy tanks and healers. This 
high DPS also increase her ultimate charge 
very quickly, which brings me nicely onto 
Seris’ next strength. 


2. Her ult is very strong. 

Seris’ ultimate ability, Convergence, pulls 

in all nearby enemies to a single point, the 
opposite of Mal’Damba’s ultimate (which 
fears enemies away). Seris’ ult is one of the 
best for set up potential. Her ult combined 
with Viktor’s Barrage, Makoa’s Ancient Rage 
or Bomb King’s King Bomb is an instant team 


of each orb to 243, which brings her total DPS wipe if pulled off correctly. At HRX, Seris was 
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played by Fnatic’s Bugzy in a game against 
G2 Esports and they combined Seris and 
Jenos’ ult (Through Time and Space) ona 
defence. Seris pulled in three enemies and 
Jenos fired a wide radius, high damage beam 
that earned Fnatic an instant triple kill! In 
order for Seris’ ultimate to be most effective, 
however, your team needs to be careful not 
to draft lots of Crowd Control champions 

like Inara, Mal’Damba, Pip and Bomb King. 

If you do draft a CC heavy composition then 
the enemy team can pick up the cheap item 
Resilience that reduces the effect of Crowd 
Control by 30-90%. 


3. She has strong healing regardless of 
her role. 

Seris’ base healing is 2,000 over two seconds 
on a target. This is the best burst healing 


= 
PALADINS. 


CHAMPIONS OF THE REALM 


SERIS 


ORACLE OF THE ABYSS 
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apart from Mega Potion Pip and is a very 
strong heal if an ally is not being affected by 
Cauterize, the in-game debuff that reduces 
enemy healing. Seris as an off-support or 
damage champion can go around dealing 
damage and still do great healing when it’s 
needed. She can pocket heal an ally and 
provide great damage potential, a lethal 
combination. 


4. She has a high health pool. 

Seris has a base health pool of 2,600. The 
flank class have an average health pool of 
2,050, making Seris a hard champion to deal 
with compared to the average flank. Her 
escape, Shadow Travel, allows her to become 
invisible and immune to all damaging effects 
for its duration, allowing her to reposition or 
escape out of sight. 
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Below is a custom loadout for Seris that 
combines survivability with self sustain. | 
haven’t used any cards to enhance Rend 
Soul, her aggressive ability that deals 
damage to enemies affected by her soul 
orbs because | find her sustain and survival 
cards are more important. Blood Pact and 
Soul Forge go hand in hand. With these 
cards Seris has lower cooldown on her heal 
ability and heals herself while healing an 
ally. This means that you don’t need to rely 
on another healer to keep you topped up as 
you self heal for 280 health over the heal 
duration. The next two cards, Veil and Dark 
Whisper, are another pair that complement 
each other. With these cards Seris can enter 
her movement ability faster and move faster 
for its duration. Seris’ Shadow Travel has a 
default activation time of 1.5 seconds so she 
can be killed while casting. The reduced cast 
time allows her to escape more easily. The 
last card Umbral Gate is greatly underused 
but provides excellent mobility and escape 
potential for Seris. When an enemy is 
affected by a Soul Charge Seris moves 16% 
faster, allowing her to dodge projectiles and 
inaccurate enemies. 


Seris is an extremely versatile champion 
who can fit into most playstyles and team 
compositions to bring a wide range of utility 
to any team. As you've read by now, she 
can be stretched to playstyles outside the 


standard main healer. By Harry Clough 
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HIREZVOX INTERVIEW 


EU COMMUNITY CONTENT & ESPORTS SPECIALIST FOR 
HI-REZ 


Li ib hhh bd sddcdidcicdddddddddccdccccacacdeccccacacaaadaaadadaddadde By Jacob Russell Mlddddddddddddssdadsdsdssdsséséiéiilii, 


I’m really excited to bring you guys this interview because I’ve been wanting to interview this 
person for a long time. It’s HiRezVox, someone who does a lot of work in the Paladins com- 
munity and competitive scene for Hi-Rez Studios! He’s someone who! really look up to as a 
fellow stutterer (see below where we talk about it) because he’s managed to get an exciting 
career that is nearly 100% speaking. Without further ado, let’s get right into it! 


Q: Can you start by telling us what ex- cluding these, my typical day would probably 

actly you do at Hi-Rez and what a typical begin with workflow management, identifying 

day looks like for you at work? tasks by priority based on a number of fac- 
tors, and then proceeding through them ac- 

At Hi-Rez Studios | work as a Community Con- cordingly. 

tent & Esports Specialist for the European 


office in Brighton, UK. My responsibilities in- Q: Since you’re such a renaissance man 
clude community tournament management, for Hi-Rez, which of the projects you 
broadcast, commentary, voice over, and work on is your favorite? 

more. 


Definitely the Go4Paladins Europe Cup broad- 
Every day is varied based on projects, dead- cast due to personal interest -- it encourages 
lines, and regular task occurrences such as me to learn and grow my personal skill set. 
voice over and tournament broadcast. Ex- It’s been a really valuable project in this re- 
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gard, and continues to help fuel the grass- 
roots Paladins esports scene within the EMEA 
(Europe, the Middle East, and Africa) region. 
More recently it’s become an opportunity for 
me to impart some of what I’ve learned onto 
aspiring commentators from the Hi-Rez com- 
munity and it’s been very rewarding to watch 
them grow. 


Q: What did you do to get noticed by 
Hi-Rez? Do you have any sort of back- 
ground in the field or were you already 
active in the Paladins community? | 
know for a fact there’s a lot of people 
who dream about working in the esports 
department for a developer. 


| was very new to esports when | was no- 
ticed at SWC 2016, the first LAN event | ever 
attended. It sparked a fire in me, seeing es- 
tablished commentators and community 
members up on stage. A good friend of mine 
remembers me turning to him in a hotel lob- 
by one evening and saying “I’m going to be 
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up there next year.” That was something | 


was lucky enough to achieve. 


Paladins was my focus for that, I’ve been very 
passionate about this game from the moment 
| first played it, and as both custom game 
and spectator support was introduced (driven 
by a community demand for such features) a 
grassroots esports scene flourished in which | 
Saw a Chance to learn and grow. 


| was both lucky and privileged to be able 

to pursue the opportunities that | did. Right 
place/right time, certainly, but without the 
Support and encouragement of family and 
friends | wouldn’t have been able to put the 
hours in that | did in order to bring myself to 
the standard | needed to be at anywhere near 
as quickly. 


Not everyone has that opportunity or is able 
to pursue it even if available and it’s a long 

term goal of mine to help reduce the barriers 
to entry of esports wherever possible so that 
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more people can pursue the same dream that 


I’ve been so fortunate to be able to. 


Q: As a Hi-Rez employee in the Brighton, 


UK office, what are your thoughts on 
doing more events in that area (and Eu- 
rope as a whole) in order to strengthen 
that community? 


Our international player base has proven it- 
self time and time again to be strong and 
passionate about our games, and my per- 
Sonal perspective here is that it’s less about 
strengthening this, but more on supporting 
what’s already there. 


European events, whether something as ma- 
jor as aLAN, or something as simple as a 
convention meetup, provide an opportunity 
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for us to meet and interact with fans in a way 
that’s just not possible online. It’s an expe- 
rience | can only wish that everyone would 
have the chance to obtain. 


Q: What’s your favorite memory from all 
of your LAN experience as a Hi-Rez em- 
ployee? Are there any teams or matches 
that stick out to you? 


My favourite memory from all of my LAN ex- 
perience would probably have to be Dream- 
Hack Summer of 2016 and the Paladins 
Founders Tournament. Cliché perhaps, but 
there’s no time quite like your first on an in- 
ternational stage! Then again, Nocturns vs 
Na’Vi at the Paladins World Championship is 
definitely up there as well. There are so many 
good moments to choose from! 
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Q: As a stutterer myself, it was awe- 
some to hear about another stutterer 
doing a great job in a role requiring so 
much speaking. What can you tell us 
about growing up with a stutter (called 
a stammer in Europe) and how it affects 
your career and current job? 


For the most part of my childhood a stutter 
didn’t really manifest much, tripping over the 
odd word here or there that wasn’t particular- 
ly noticeable but it started to grow worse as 

| hit my late teens. Being open, | just talked 
less as | grew up - not because of the stutter, 
but that certainly made it less noticeable. 


As far as how it affects my career, honestly 
not much as I’ve been fortunate enough to 
learn how to manage it quite effectively. My 
previous job was in front of house veterinary 
customer service where clear and profes- 
sional communication was absolutely vital. 
Learning good speech patterns, pacing, and 
understanding what syllables or words or 
sequences I'll trip over helps me avoid them 
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and work around them. Even when it happens 
on broadcast I’ve learned ways to pass it off 
with humour for a quick recovery. 


On that note, “Ash” in fast paced sentences 
seems to trip me up more than anything cur- 
rently, which is why you may hear me use 
Champion titles such as “the War Machine” 
from time to time. 
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Q: | always see debate among esports 
fans about what’s the best model for 
growing your esports scene. Some 
scenes are 100% backed by the devel- 
oper (usually with franchises and such) 
while others are partly community fo- 
cused (usually with smaller orgs and a 
more “grassroots” feel). Do you think all 
of those techniques can be successful 
or are some better than others in your 
eyes? 


| believe that all of those techniques can be 
successful to some degree--it really depends 
on what your definition of success is. 


However, it is my strong personal belief that 
true esports success is built on a strong 
grassroots foundation where players, talent, 
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and the behind the scenes lifeblood of es- 
ports (that is observers, broadcasters, and 
admins) can develop in a forgiving and com- 
munity driven environment without estab- 
lished barriers of entry. 


Q: My last question is about your fa- 
vorites in Paladins. What’s your favor- 
ite champion, role, map, skin, and troll 
loadout? 


Champion? Kinessa. I’ve had a soft spot for 
her since release, and | love snipers! 


My favourite role is Damage. | used to enjoy 
Flank, but the high-octane, fast target swap- 
ping, high risk dueling role isn’t something | 
gel as well with as much as backline damage. 
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My favourite map is probably Serpent Beach. 
Old but gold, it’s been a competitive stan- 
dard for as long as | can remember and offers 
a good variation of terrain and thus viable 
champions. 


My favourite troll loadout... Hmm, Kill to Heal 
Strix in TDM. Run the Unauthorised Use Leg- 
endary along with Flare XL and Overburn, and 
any revealed enemy that dies will proc Kill to 
Heal’s effects! It’s crazy how self-sustaining 
you can become, and with the CDR of Unau- 
thorised Use being 10s at every card level, 
it’s super effective right off the bat for some 
troll TDM action. Add in Guerilla Tactics and 
you're never out of Stealth either! 


Yes, I’m THAT player to play against. 
Fi, 
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Q: Are there any shameless plugs or 
shoutouts you would like to make? 


Make sure you follow @PaladinsPro on Twit- 
ter to stay up to date with what’s going on in 
the world of Paladins Esports, and if you were 
ever interested in getting involved, there’s 

a weekly global tournament list on pala- 
dinsworld.com as well as a LFG Discord serv- 
er. (You can follow Vox on Twitter: @HiRez- 
Vox.) 


Check ‘em out, get involved. There’s no bet- 
ter time to start with esports, as a player, 
broadcaster, observer, commentator, admin, 
or more, than now! 


By Jacob Russell 
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